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Foreword 
Research Center for Visual Studies and Learning Design (VILD) third annual meeting took place in 
The animation Workshop, Viborg November 15th, 2019. 
This year’s focus on visuality, technology and learning drove the agenda of exploring the visual’s 
potential for knowledge generation forward by addressing the use of technology in visual learning 
practices and visual knowing as the driver for learning with and understand technology. By 
bringing together the idea of ideas and interests from researchers, educators and professionals 
together, ViLD facilititated new and important insights in the field and from the field. 
ViLD’s annual meeting was organised in activities to enhance visual experience, 
communication and interaction between the participants and to drive the agenda of ViLD forward. 
Thus reporting from the partners, workshops and a final keynote facilitated a new cross-
disciplinary dialogue. This report sums up the eventful day by sharing slides, pictures and text. 
Thank you to all of you who made this event magnificent. We are looking forward to see you next 
year on Nov. 12th 2020! 
 
On behalf of ViLD, Mie Buhl, Director           
 
 
 
 
Visual Studies and Learning Design (ViLD), Mie Buhl ©  
Aalborg University A.C. Meyers Vænge 15, DK-SW 2450 Copenhagen www.vild.aau.dk  
ISBN 978-87-971741-1-1 
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1. ViLD Programme 
 
 
2. Welcome to The Animation Workshop Viborg, host of this year’s meeting 
The Animation Workshop has since 2016 been a partner in ViLD. Member of the steering 
group, Sia Søndergaard hosted ViLD annual on Kasernen in Viborg and welcomed the 
participants. 
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3. Introductory remarks and of  the theme, Mie Buhl, Director, ViLD 
Visuality – technology – learning. ViLD ANNUAL 2019 
Welcome and introductory remarks and programme 
Mie Buhl, ViLD director 
 
“Welcome to ViLD annual meeting. This is our third meeting. ViLD is a research center exploring 
the 
visual’s potential for knowledge generation. And we are an open network for researchers and 
professionals who share this interest with us. As you can see six partners constitute the center’s 
steering group and the center is managed from Aalborg University Copenhagen. Thank you to ViLD 
partner TAW – for hosting this year’s meeting. Being a partner is one way to participate, but there 
are other ways of participating too (please visit our website for more information). Our mission is 
to create a cross and transdisciplinary platform for exploring and development of a visual take on 
knowing and learning. Our activities – project, meetings, seminar, and workshops are dedicated to 
this mission. Some of our activities are proposed of participants interested, some are executed by 
VILD partners which will be presented today. The idea of these annual meetings as meetings is to 
emphasize our idea of participating, doing and discussing as ways of knowing. We have composed 
today’s programme accordingly. 
Contemporary Danish education is devoted prepare its citizens and future workforce to promote 
national growth and to deal with global challenges as articulated in the UN’s goals for Global 
Sustainable Development along with uncertainty of how the future political world scene evolves. 
To meet these challenges, the Danish education system is occupied with strengthening technical 
and natural sciences. Especially, Technology is highlighted as the key to solutions. 
Digitalization is reflected in the educational system: ICT is a cross-disciplinary theme in all school 
subjects in elementary school and high school due to the latest reforms in 2014 and 2017. At 
universities DIGITALISATION OCCUR IN STRATEGIES FOR RESEARCH AND STUDY PROGRAMMES. In 
adult learning various e-learning formats emerge in order to meet the needs for flexibility in time, 
space and pace for a busy workforce. In other words: education, research and professional 
practices strive to respond to technology’s powerful influence in society.  
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BUT IF TECHNOLOGY IS THE ANSWER, WHAT IS THE QUESTION? 
With this year’s theme, ViLD is keen to explore the relation between visuality and technology in 
education and in different learning practices. We have chosen to pose the following questions: 
 What role does visuality play in the new Danish school subject Technological 
Understanding 
and how about technological understanding in Visual arts education? How is the 
development of computational thinking informed by insights from visuality? Workshop 3 will 
address this by reporting from the ongoing project and showcase a hands-on 
 How do we deal with matters of visuality in digitalization of youth- and further education? 
Workshop 1 + 2 + 4 will give you hands-on experience with three technologies. 
 Do the so-called STEM (science, technology, engineering, mathematics) disciplines need 
the 
arts - to add the ‘a’ in STEM and thereby become STEAM? Our keynote speaker, Pamela 
Burnard will address this and discuss this further with our invited panel 
 Can contemporary art and visual culture teach us new approaches to work with and 
understand technology or is it technology that change artistic work fundamentally? And does 
technology promote creativity or do we need to stimulate creativity in order to deal with 
technological and human entanglement? These questions will be addresses in, by and  
through all our activities during the day and in panel with Pam Burnard, Stine Ejsing-Duun 
and Rikke Toft Nørgård. 
We hope that the day will provide new aspects of the visual’s potential in dealing with, using, 
understanding and reflecting on technology and the function of it in learning and I wish you 
a fruitful meeting.” 
 
 
 
 
 
 
7 
 
 
 
4. Being ViLD – a growing network presentation of activities by ViLD 
participants 
This year’s ‘Being Vild’ was a reporting from activities initiated by the partner institutions and took 
place as five minutes pitches:  
 
Slides from the reporting from The Royal Academy of Arts (KDAK), Department for visual design, 
showing how KDAK students explored the software program GLYPH Drawing club to develop an 
alternative visual language. Presented by Tine Kjølsen, Head of programme, KADK. 
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Slides from the reporting from of a collaborative research project between Aalborg University and 
University College Absalon presented by Lars Bo Kinnerup, Lecturer, University College Absalon 
 
 
 
11 
 
 
 
12 
 
 
 
13 
 
 
 
 
 
 
 
 
14 
 
Slides from a collaborative research project between Aalborg University and University College 
(KP) Copenhagen presented by Kirsten Skov, Associate professor, University College Copenhagen 
(KP) 
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Reporting from Aalborg University:  Slides from a research project presented by Stine-Ejsing Duun, 
Associate professor Aalborg University 
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5.  Workshops – hosted by ViLD partners 
 
 
Workshop 1 
Developing educational VR-games Andreas Husballe and Jannick Lund from Vizlab Studios  
The workshop invites you to explore the world of virtual reality and learn about the pros and cons 
of using VR for educational purposes. 
During the workshop you will be able to try the educational VR-games developed by Vizlab Studios 
and get hands on experience on how to generate and validate educational concepts for VR. 
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Workshop 2  
Film literacy – learning trough producing in and across disciplines  
Hanne Pedersen and Sia Søndergaard from The Animated Learning Lab/VIA UC  
The workshop invites you to explore the potentials and solutions of creative and production-
oriented learning through film and media literacy, and will present the experience from Animated 
Learning Lab/VIA UC. We will discuss film and media Literacy as a key when developing new 
didactic designs for- and with teachers and pedagogues. 
During the workshop you will be presented for a new competence-development method - 
expanding learning communities and skill development networks and fostering partnerships 
between schools and the audio-visual industry. With stop motion we will take you through a little 
hands on workshop to get the picture. 
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Workshop 3 
Computational thinking utilizing visual arts or the other way around   
Kirsten Skov University College Copenhagen, Anders Stig Christensen, University College Lillebaelt, 
Mie Buhl, Aalborg University 
The workshop invites you to explore the role of visualizations in the implementation of the new 
school subject Technological understanding [Teknologiforståelse] in the Danish school system – 
but from the existing school subjects' point of view. How can the school subject visual arts engage 
in activities developing computational thinking, construction, and design and still be taught as 
visual arts? Likewise, from the perspective og the school subject social studies: How may 
visualizations support students' critical thinking and reflection of digitalisation? This workshop 
reports from the ongoing national project Tekforsøget https://xn--tekforsget-6cb.dk/ 
During the workshop you will have the opportunity to try parts of the prototypes already 
developed and discuss the implications of technological understanding from a visual perspective 
with participants from the project. 
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Workshop 4 
Developing a new visual language using GLYPH Drawing Club 
Flemming Dupont and Tine Kjølsen/ KDAK   
The workshop invites you to explore how the software program GLYPH Drawing Club can be used 
to develop an alternative visual language. The visual language is developed through the user’s 
interaction with the program that contains restraints. The user’s new developed visual language 
serves as a database of ideas that forms the basis for making graphic solutions. The program is 
part of bachelor students experimental work in visual design at the KDAK in Copenhagen.   
During the workshop you will be have the opportunity to try the program and learn from the 
experiences made. 
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6. Keynote, Pamela Burnard, Cambridge University and panel with Rikke Toft 
Nørgaard and Stine-Ejsing-Duun 
 
 
Keynote Title ‘STEM-to-STEAM: The necessity of (re-)configuring the ‘a’ in STE(A)M’ 
Pamela Burnard, Professor of Arts, Creativities and Education at the Faculty of Education, University 
of Cambridge  
 
 
Abstract: If STEAM is seen as a continuation of STEM, adding to the economic drivers supporting 
scientific and technological developments, the arts are framed as a handmaiden to STEM, to 
facilitate engagement, to raise interest, to increase appeal. Such a position is contested on a number 
of grounds one such that it denies the intrinsic value of the arts, but also that of the sciences; that 
it presupposes a hierarchy of knowledge and that it assumes that the arts should necessarily be 
appealing to everyone. But there is also another line of thinking which forms the basis of this talk. 
The relationship between STEM and STEAM can be seen as an important forum for addressing 
questions of scientific and technological development vis-à-vis society and the environment. This 
view seeks further dialogue and experimentation across different fields of knowledge, practice and 
inquiry to deepen understanding of knowing in the arts and sciences and to widen their purpose 
and evolution to support prosperity as well as sustainability and wellbeing. The current movement 
to integrate arts within STEAM education is relevant not only for responding to complex societal 
and economic problems of the twenty-first century, but in that it carries its own paradigmatic shifts 
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that decentre dominant discourses in education. Drawing on a British Educational Research 
Association (BERA) Research Commission ‘Reviewing the Potential and Challenges of Developing 
STEAM Education’ (Colucci-Gray, Burnard, Gray and Cooke, 2019), and a forthcoming edited 
collection on ‘Why Science and Arts Creativities Matter: (Re-)Configuring STEAM for Future-making 
Education’ (Burnard and Colucci-Gray, 2020), Pamela will argue the imperative for widening the (re-
) configurings of STEAM, as a boundary-object and knowledge-practice in design; a construct that 
can be shared by different communities and networks, as they come to interact with one another. 
She will also present a novel analysis of 200 “math-artworks” that were created by South African 
young people in Grades 8–12 following a series of experiential workshops. She offers insights on 
how STEAM uniquely engenders a “mutuality of disciplines” that STEM-TO-STEAM work intra-actively 
in STEAM practices such as in videogames. 
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Slides from the keynote: 
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After the keynote, Associate Professor Rikke Toft Nørgaard, Aarhus Unversity and Associate professor Stine 
Ejsing-Duun, Aalborg University engaged in a panel discussion with Professor Pam Burnard about the 
potentials and challenges in integration of arts in the STEM construction. 
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Panelists afterwards 
 
 
7. After event at The Animation Workshop 
Tour on The Animation Workshop, gathering and network 
  
  
 
See you November 12th 2020! 
